App. No. 09/730.165 
Specifications; 

Per Examiner's Request from page 5 of the Office Action, new application papers with 
lines double on good paper has been attached. 
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Please modify the Abstract as follows- 

The current invention is a n improvH Interactive and multi-user mle-p lay ^m* th a » ,> 
played over a computer network, and ca pa hl» nf a ^^ m ^ ns a large anriipT1 ^ ^ 
users. The game aHpwft n^rs to purchase skills, levels and iH^< rM t .,.^~ ry 
Specifically to provide th P ^ ™tK .Mifr, f<T s et . up a « eame accouflt » which ^ accfip t 

deposits, enable a user to make nvrchases. buil d characters, accep t winnin g, and pav the 
opponent upon defeat. To provide the user " p lace" to return to and control of their game 
account via the PLATFORM Th* P^Tpnaiv* ;« a » Hrtin l lT nnfrr" finnVnr "lirtunl ...ifi 
deposit box" it provide th* ahiijfy for *,» ...^ t „ nnr1 nr cess a hjstorv of 
£ame_siatLstic S , trac king of game events, and ac count fransarrrinng 



Tho F Co mmcroc i K u lu Phmi n ^ P l itfnrrw rnnmp^™ n^ipij, ^ n t j 1c Wor ] d Widc Wc b 
Like many other online, multi user formats, it w ill n p o r n tc through plqy uu b v' m& 
c onnected on q game serv e r over tho intornot, with the lioonoing oompany a oi -ving ao the 
-. gnmo ovcraccr nnr i VtcbMu m i T uo b, L iu , operating as a third parfr U U vi u3-^fe 
fflaiflte nancc provide r 

Technically, tho opecific fantaay g ri me that a li Lti ^ ii ig u jm pm i y ohoosoo to apply th c- E - 
Comm o rcc Role Playing Platform to will be programmed oufTi eie ntly to accept a larg e 
number of usera jil various lcvolg of game play, all o wi n g th nm intcmc t h i ' uunipclit i uu 
bet w e en players. The liccmiug company will be R ^pn n iih l o fn r th r c rcat iu u of t he [ mixs y 

i 
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App.No. 09/730,165 

gaffley4he-s^v er upon which their g a me w i ll operate, and th e ouuocfr appUcation of th e-E- 
Commcrco Role Play i ng format to their particular game, 



s, Inc. will provide both a generic "game aooounr that can b e 
cu s tornize d- for the (kenning enmpnny nnH n mnrrhnm ^™ imt t hat acce pt: payment f o r 
"game account" depogits/pay outo. It will aloo provide, inclusive with the liccnsin g-^he 
£-Ge mmercc Rote Playing Platform, a-forum for a noer to acc e ss hia/hcr "game account' \ 
a&i-ad ditional fund to it U3C it to purchase additi o nal characteristics, view q tronoaction 
h i s tory for gaing/lossca and purohaooo/dopoflito made, & a format for caoteng out th e 
"game acc o unt." .Ml of those features will bo completely cu s tomizable for the lic e ns ing 
compnny-to incorpo rat e into their user - interfac e , The licensing c o mpany will include with 
a player's "gam e acco u nt" the ability to aavo a - plqy c r'a character in a password-protected 
aeeetfflfre ven after the player has cashed out and e ndod - fais/h e r game play. Th is will enab le 
ft-pln y r r t o re enter his/her g a me at u l atci dal e, u pe n deposit of required funds into th e 
" gam e aocount " and resume hi s /her game play at the l e v e l ho/oho C7citcd the prev iew 



Legat e the fi Commerce Role flaying Platform will require, upon initial entrance to the 
game, parental approval from players under tho ai > u u f 1 8 yra, old and acc e pting of the 
term a & licen s ing ggrcomcnta of the £ Commerce Role Playing Platform and th e co m pany 
t hat licenses it, Anticipating the ap p eal tbio format will have to younger playcro, the 

to conduct random chocks via phone, o mail, and mail 



llAOMfld* 
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te ^ e rify ago and con s ent. This will be a rcquirc meRt-ef4tt* ns i ng the £ Commerce R u l e 
flaying Platform from WebMaster Tools, Inc. 

WebMaste r Toob, Inc. will also require, via the "game account" that it provides the 
lic e oaing company, a safety net f o r m ax imum amount of lo ss in a given time p e riod, bas ed 
on s kill l e vel, game level, & amount of funds in the "game account." 
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Please add the followi ng .Brief Description of Drawing Sertinir 

Without restricting; the fall S fiPPMtlM a invention, the preferr e d form of this invention is illustrated in the 
f ollovriiig drawings: 

FIG 1 shows the basic components of thcjnwntion. 
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Please mod i fy the Summary as follows: 



The current invention is an E-Commerce Role Playing Platfoim is a fairly simple computer 
game format that is in the context of multi-user game play via the internet. E-Commerce 
Role Playing Platform revolves around two very important central components: 1) a 
fantasy game and 2) a player's "game account." The fantasy game will provide a forum 
for interactive, competitive game play. The "game account" will accept deposits, enable a 
player to make purchases for character building, allowing the player to accept winnings, & 
pay a player's opponent upon defeat. 

OBJECTS AND ADVANTAGES 

Se veral objects and advanta g es of mv invention are; a game that users can enter/ re-enter. 
can set up a "game account", wit h a deposit of funds, or can enter in beginner mode ffor a 
timed period with no initial denositV hut pain flu ids from his/her opp onents t p build his/her 
"game account" 

Additional objects and advantapPQ *rr g having PLATFORM tW r* n be used to mana ge 

a users account, and a having PLATFORM that is designed tn store th P users game p lay 

tactics, a history of evefl&su^ajoD^cjLen^^ review game play for learning and 
enhancing skills, 
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_The PLATFORM offers the user t he opportunity to re-enter a game bv loggina-in to their 
existing account and resume play or joining/entering in a new game. The PLATFORM 
provides memory and storape w hich allows the user to recall information. 
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Elga se modify the Detailed Description of the Invention as follows- 

Ihg-Mowing description is de monstrative in nature and j s not intended to limit the smp p 
of the invention or its appli cation of us es. 



shown jn Figure 1 the current i n vention is an E-Commerce Role Plavinc Platform i« a 
fairly simp le compute r eame format p laverf on a r^itw tw i„ t y ^nt ext of multi- 
user game p lay via the internet 500. E~Cnmm ?Tc* R ole Playing Platform revolves aronnri 
two very important r.Rnrr*t ^mp^^; ] ) a fantasy game and 2) a player's > anift 
account.:; The fantasy game will provide a fomm for interactive, comp etitive qam* play 
Th e "game acco unrjwjLac c ept de p osits, enable a player to make purchases for charactBr 
building, allo wing the player to accept winnings. & pav a player's opponent upon defea t. 

. The E-Commerce Role Plaving Platform co ncept runs solely via the World Wide Weh 
500, Like m arrv_oth_ejL online, mu l ti-user formats, it will operate through plavers heing 
Spnnected on a game server over the internet with the \ir mB \n r ^m pRrty gft rv mg as th e 
gamepverseer and Game operating as a third party service & maintenance provid er, 

Technically, the specific fan tasy gam e that a licensing company chooses m apply the F- 
Commerce Role Plaving Platfnrm m wil| b e programmed M iffiri« mtlv to accept a lart^ 
n umber of users at various levels of ? ame play, »Hn«,i» g them interactive comp etittnn 
bMwegjLBlaygL^ The licensing comnanv will r^pn^jhie f or the creation nf th P fW^ 
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gamg^the_serverupon which their game will operate, and the correct app lic ation of the E- 
Commerc e Role Playing format, to their particular game. 

The game 1 will provide hoth a generic "same account that can be customized for the 
licensing company and a mer chant account that accepts p ayment for "g ame arc-.™ mi" 
dep_ QSits/pav-outs. It will also p rovide, inH us ive with the licens i ng of the E-Commerce 
Role Playing Platform, a forum for a user to access his/her "same acco unt" *^ a^fr^nai 
• fond to it. use it to pnrrhn^ aftfiftjffn jl characteristics, view a transaction his tory f ?T 
gjins/Iosses and purchases/deposits made. & a format for r^him, n.,t t he "game account " 
All of these features will he comp letely ^.j stomizable for the li«widti ff comp any to 
incorporate into . , their user- inte r face. The licensing comp an y will include with a player's 
^game account" the _ apilitY to sa ve a p l ayer's character in a password^p rotected arrannt 
eyeq after the player has cashed out a nd ended his/her same p la y. This will enahlg a p layer 
to re-enter his/her game at * latpr date, upon deposit of required funds into the "g ang 
acco unt," and resume his/her game plav at the level ha/p h* »vit» d the previou s ^amp 

In_the preferred emb odiment the F-Commerce Role Plavine Platform will req uire i.pnn 
initial entrance to the game, parental approval from p Wrs imd^r the a™> «f ^ vn n H 
and accenting of the. term< ft firi ng agreements of the E-Comnw^ qole pi^. ? 
Platform and the company t hat 1jr<Wt it The game 1 may mnrW.t r a „H™ „•„ 
phone, e-mail, and mail to verify age a n,rl consent 
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The game 1. roav provide, via the >am e account", a safety net for maximum am ount r.f 
loss in a Riven time period, ba sed on sk ill level, g ame level. & amount of fimris in t h* 
"game account." 

The object of this type of game play is to begin with a fantasy computer game, along the 
lines of a Dungeons & Dragons TM format, using a set dollar amount to enter the initial 
game play. Ultimately, using additional monetary contributions to a player's "game 
account," the player's goal is to beat out his opponents and win the money that is held in 
their "game accounts." 

Operation: 

O peration: Th e E Commerce Role Playing Platform will bo liccnacd to varioua companies 
wh o pregent fa n tasy game concepts to WebMaster Tools, Inc. for rev i ew. Onco licensing 
is-appro v e d, the game wil l- b e d e signed or adjusted to fit the E Commerce Role Play ing 
Platform, and the platform -will be tailored for the apecinc game - 

User 1Q game play actually starts with the creation of and an initial deposit of funds into a 
player's "game account.* 1 In the preferre d embodiment, ff here i 5 a beginner mode, that 
can scale into the various levels of game play, which that requires no initial deposit to the 
"game account" and a user 1 0_can simply access his/her "game account" for the gaining of 
funds from opponents. 
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The initial deposit (via e-check\ credit card, or internet dollars) will allow a player to a) 
activate a "game account' 1 that will ultimately accept his/her winnings from other players 
and pay opponents that he/she loses against, b) choose a character, c) give his/her 
character a basic weapon for defense and battle, and d) the ability to buy additional lives, 
weapons, and added features as he/she continues in their game experience. The "game 
account" will be the basis of a player's entrance into the interactive, multi-user game play. 
This is a major change over current af t a s a User 10 is using real currency^ 

The initial deposit will be made at four levels, rising in monetary value based on the skill 
level that a player wishes to enter the game play. For example, a $20 u game account" 
deposit might be required for entrance as a novice player, a $35 "game account" deposit 
for entrance as an experienced player, a $50 "game account deposit for entrance as an 
expert player. Gaining access to these levels is not limited to making these deposits, as a 
player can enter the game under novice status and, through successful game play, become 
an expert player. 

Once an initial deposit has been made and a "game account" has been established, the 
player chooses a character that will serve as his tool to defeat his opponents throughout 
the levels of game play. The characters that are initially available to a user are very basic 
and their weaponry is extremely limited. In order for a player to progress his/her 
character's abilities, defense, energy, & special skills, he/she has three options: 
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I- A player can purchase additional lives, weapons, energy, & special 

skills via his/her "game account." 

II A player can beat out his opponents and take over any additional 

characteristics that his opponent had gained 
N. A player can use the "gold" (money) from his defeated opponents' 

"game account" to purchase additional characteristics 

Tn the preferred embodiment, j A player cannot use his/her "game account" to defeat 
levels of game play. The "game account" is held for purchase of additional characteristics 
for a player's character or for paying a successful opponent. A player can utilize purchased 
characteristics to help defeat opponents, and, therefore, levels - thus progressing in his 
game; however, there is no way to directly purchase progression through levels in the 
game. 



A player is never required to add money to his/her "game account", after the initial 
deposit, if a player so chooses, since all of the advantages that are available for purchase 
can also be garnered from accurate and successful game play. 

^ E -Commerce Role Playing Platform creates revenue for the * company that runs 
and maintains the game 1 by taking a percentage of the initial deposit, purchase of 
additional characteristics, & any profits made through successful game play. For example, 
the ftee nsing com pan y game will take a small percentage of Player A's initial "game 
account" deposit for operating costs and game maintenance (as well as profit). Likewise, 
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if Player A chooses to purchase an upgrade from basic weaponry to medium level 
weaponry, tbe li cen s ing company game w ill take those fees from his/her "game account" 
automatically. And, lastly, if Player A defeats Player B and, consequently, the gold from 
Player B's "game account" is transferred into his/her "game account", the licensing 
company will take a small percentage of those winnings to contribute to its revenue. 

GeaVwmning the game: Ultimately, the level of winning that a player wishes to achieve 
can vary substantially based on how far and for how long a player is willing to engage in 
game play. 



A player has a number of options for removing him/herself from the game in a successful 
manner. 

1. A player can reach his/her desired level and choose not to continue game 
play, at which point, the player can opt to cash out his/her "game account", 
with a small percentage of the "game account" funds returning to the 

2. A player can defeat opponents and complete a level, moving from, for 
instance, a novice player to an experienced player or from an experienced 
player to an advanced player. At this point, the player can choose to 
continue the game play in his/her newly acquired game level or he/she can 
opt to cash out his/her "game accounf ', with a small percentage returning to 
the licensing company. 
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3 A player can succeed in all levels of game play, defeating the highest ranked 
player at the expert level, at which point he/she can opt to become a "game 
master" and keep the funds in his/her "game account" intact. Or the player 
may defeat the highest ranked player at the expert level and choose to move 
onto the professional level that moves all of a player's "game account" funds 
into a "professional game account." This account is held in trust as a player 
maneuvers through the professional competition that will be completed in 
cycles of six months. Should a player be the ultimate winner of a six month 
cycle of professional level game play, he/she will receive all of the winnings 
from his/her opponents' "professional game accounts," and, also, the 
licensing company will be responsible to add a 25% contribution to those 
winnings as a bonus for being an ultimate professional player in a six month 
cycle. It is only possible for a player to win the six month professional cycle 
once every two cycles. Should a licensing company agree to continue with 
the process, they have the option to hold yearly competitions between the 
two winners of the six month cycles for a monetary sum/prize determined by 
the licensing company. 



Alternative Embodiment 



fa_a n alternative mtonfimm wW hen a player is offline, he/she has two options for 
his/her character. A character will have the ability to "camp" free of charge with minimal 
safety. But the possibility of the character being attacked by an opponent is in existence. 
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For a minimal fee, a character can be camped on a daily basis with maximum protection 
and there is no possibility for attack by opponents, while offline. There will also be an 
•„ "emergency camp" button for quick shut down of game play. 

Advantages: 

The E-Commerce Role Playing Platform will be applicable to any number of already 
designed fantasy games and any new fantasy games that will be developed specifically for 
the E-Commerce Role Playing Platform. It will appeal to all ages that wish to engage in 
continued interactive, progressive fantasy game play. The concept that fuels the E- 
Commerce Role Playing Platform is designed to compliment intelligent game playing, 
foster creative/imaginative virtual experience, & encourage interactive, non-aggressive 
competition between players from around the world. 

CONCLUSSION, RAMIFICATIONS, & SCOPE 

The E-Commerce Role Playing Platform provides a forum of game playing that has yet to 
be broached by the video game or internet industries. Not only will this format of game 
play appeal to players of all ages, races, & sexes, it will single-handedly provide a forum 
for interactive, non-aggressive game play for members of the World Wide Web 
community. The platform has the potential for wide-scale distribution to numerous 
companies with the ability to give the public new material in a highly competitive genre. 
This format can be used to propagate imagination, encourage intelligent spending habits 
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via player maintenance of the "game account," & generate revenue for companies while 
simultaneously contributing to the positive connection of people around the world. The 
market for the E-Commerce Role Playing Platform is universal and can be translated into 
any number of languages for the entertainment and the development of non-aggressive 
competition in other countries. 



Although the present invention has been described in r.n n ^rM„ A* a n rf f frrn7r tn 
cejlajTLBJaferred versions thereof other ve rsions are possible. Therefore, the point ann 1 
scope of the appended claims should not be limits tn jh» /Wrip^ ~f t ne preferred 
versions contained herein. 



As to a further discussion of the manner of mmy. an d operation of the p wwit inv^;™ 
the same should be apparent fmm th» a w.. H ao ^p t ^ n VrnrrHl1r ,.. pn fi)|1]l . ( . 
discussion relating to the manner »f i,c» ., e an d Op era ti 0 n will prm^H 

Wfth respect to the aboye description, it is to he realized that th» op timum *~»^\ ? m ] 
reJa^pjiships for the parts of the invention f o in clude variations j n size, materials shap * 
fom fiinction and manner of operation, assembly and , w a r» readilv appar ^ 

and obvious to one .skilled in the art, and all r^i™^ to those m,,^^ ^ 

the drawings and H^.riheH in op^-fi^^ nrr i mrnf1rf1 m hl - Ml|l|)l|| 1)y |||( 

present invention 
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Therefore,, the foregoing is considered as illustrative only nf th» pri nciples of the invention 
Further, since numerous moriifiratmn s and changes will readily occur to those skilled in 
the art, it i$ not desired to limit the inv ention to the exact construction and op eration 
shown and described and arxordinelv. all siiitahlft mr^j^ ations and equivalents mav be 
resorte d to. falling within the scop e of tha inv^nti™ 



18 

PAGE 18^4 * RCVD AT 7/13/2004 4:17:13 PM [Eastern Daylight Time] * SVR:USPT0-EFXRF-1/4 * DN1S:8729306 * CSID: * DURATION (mm-ss):0648 



App, No. 09/730.165 
Drawings: 

Corrected Drawing is attached. 
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